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1.	 Introduction















students	getting	more	and	more	addicted	 to	online	computer	gaming.	This	 is	 in	spite	of	 the	fact	 that	 the	
government’s	Department	of	Education	(DepEd)	values	how	online	computer	gaming	also	helps	sharpen	the	




























	 Studies	 indicate	 that	children	who	play	computer	games	can	improve	visual	 intelligence	skills.	Parents	
believed	that	computer	use	is	related	to	better	academic	performance	of	the	children.	It	was	found	that	high	
school	students	who	used	educational	software	at	home	scored	significantly	higher	on	computer	literacy	tests	






















	 There	 is	no	single	model	 that	can	fully	capture	 the	relationships	between	school	 inputs	and	quality	of	
education.	However,	 educational	production	 function	 remains	a	good	analytical	 tool	 to	determine	 the	




























































































































































































		＊	=	significant at 1% Prob	＞	chi2	=	0.00



















to	become	a	computer	player.	This	 is	because	 junior	and	senior	students	devote	more	 time	studying	 in	




























when	playing	computer	games.	 If	 the	student	decides	not	 to	play,	 then	 there	will	be	no	deduction	 in	 the	














































				＊	=	significant at 1% Pseudo	R2	=	0.72


















































	 Food	comprises	56%	of	 the	displaced	expenses.	This	means	 that	56%	of	 those	who	spend	part	of	 the	
allowance	on	computer	games	sacrificed	their	food	consumption.	Savings	cover	31%,	a	relatively	significant	
percentage.	Given	 that	 food	 is	 the	most	displaced	expenses,	a	negative	 impact	on	student’s	academic	
achievement	could	be	observed.	According	to	Behrman	(1996),	better	health	and	nutrition	are	positively	
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